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Cash Register 


WELCOME 


Presto! \W/atch your kids have fun as they discover the marvelous world of. 
-money with THE MAGIC CASH REGISTER. First they meet the Wizard, 


who conjures up a cash register with a sweep of his wand and stocks it 
with coins and bills. Then your children open up a play store, set up shop 
or hold a sale. The Wizard shows them how to calculate each 
transaction correctly. Dearie Dragon keeps track of correct answers and 
Grumpy Toad hops around the screen following all the action. While 
playing with these exciting new friends your children will actually learn 
the real-life math necessary to handle money. That's the true wizardry of 
THE MAGIC CASH REGISTER! 


FEATURES AND BENEFITS 


Displays sales, calculates change and 
prints receipts like a real cash register 


Teaches children how to handle money 
in a “real world” context 


Reinforces basic math skills 


Provides a progress report for use by 
child, parent, or teacher 


Easy, fun and exciting to use 


Created by Daniel Barstow, Coordinator of Gifted Programs for the 


Hartford, Connecticut Public Schools, amateur magician, and writer for 


national educational and computing journals 


Excellent for children in grades 3 thru 6 
SYSTEM REQUIREMENTS 


The Magic Cash Register operates on aes Apple Il series oe Seca 
64K and one: disk drive. 


METACOMET 


oo EL WAR OE 
P.O. Box 31337 / Hartford; CT 06103 / (203) 223-5911 


© 1986 Metacomet Software 
Metacomet Software provides a limited 90 day warranty on the recording media. See limited warranty statement 
enclosed. The warranty does not apply to the software programs themselves, which are provided as is. 


© 1983 Apple Computer, Inc. 
_ Parts of this software are copyrighted by the Regents of the University of California 1979 
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LIMITED WARRANTY 


METACOMET SOFTWARE WARRANTS TO THE ORIGINAL PURCHASER OF THIS COMPU- 
TER SOFTWARE PRODUCT THAT THE RECORDING MEDIUM ON WHICH THE SOFTWARE PRO- 
GRAMS ARE RECORDED WILL BE FREE FROM DEFECTS IN MATERIALS AND WORKMANSHIP 
FOR NINETY DAYS FROM THE DATE OF PURCHASE. DEFECTIVE MEDIA RETURNED BY THE 
PURCHASER DURING THE NINETY DAY PERIOD WILL BE REPLACED WITHOUT CHARGE, PRO- 
VIDED THAT THE RETURNED MEDIA HAVE NOT BEEN SUBJECTED TO MISUSE, DAMAGE OR 
EXCESSIVE WEAR. 

THE SOFTWARE PROGRAMS THEMSELVES ARE SOLD ON AN “AS 1S” BASIS. METACOMET 
SOFTWARE MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, REGARDING THE 
ENCLOSED COMPUTER SOFTWARE PACKAGE, ITS MERCHANTABILITY OR ITS FITNESS FOR ANY 
PARTICULAR PURPOSE. | 

THE EXCLUSION OF IMPLIED WARRANTIES IS NOT PERMITTED BY SOME STATES. THE 
ABOVE EXCLUSION MAY NOT APPLY TO YOU. THIS WARRANTY PROVIDES YOU WITH SPECIFIC 
LEGAL RIGHTS. THERE MAY BE OTHER RIGHTS THAT YOU MAY HAVE WHICH VARY FROM STATE 
TO-STAIE. 

APPLE COMPUTER, INC., MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, 
REGARDING THE ENCLOSED COMPUTER SOFTWARE PACKAGE, ITS MERCHANTABILITY OR ITS 
~ FITNESS FOR ANY PARTICULAR PURPOSE. THE EXCLUSION OF IMPLIED WARRANTIES IS NOT 
PERMITTED BY SOME STATES, THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. THIS WAR- 
RANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. THERE MAY BE OTHER RIGHTS THAT YOU 
MAY HAVE WHICH VARY FROM STATE TO STATE. 

ADDRESS ALL CORRESPONDANCE TO METACOMET SOFTWARE, P.O. BOX 31337, 
HARTFORD, CONN. 06103. 

CR) APPLE IS A REGISTERED TRADEMARK OF APPLE COMPUTER, INC. 
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| was walking one day on a road through a glen 
when | came across two very strange creatures. 
A dragon and a toad were standing in the road 
arguing. 


“Well, I'm sure this is the way!” said the lady dragon. 
“No it isn’t.” grumped the toad. 
“Yes it is, | know it is.” said the dragon. 


Just then they saw me arrive. “Go away. Don't S. 
bother us” said the toad. i 2 
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: Ahi “Oh toad, don’t be such a grump. Maybe the 
a | zl pats Human can help us.” said the dragon. She 
(eeu, — breathed flame as she spoke. 


She explained their situation. “We're trying to ie 
find the Wizard’s Shop. We have a special yy VE 
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She held up the package. It looked thin and rectangular, and 
was very carefully wrapped. 


The dragon looked around, and spotted a sign in the distance. It 
said “To the Wizard’s Shop”, and pointed left. 


So off we went. 


As we walked, the dragon introduced herself, “My name is 
Dearie Dragon. And this is my friend Erasmus. He’s a toad.” 


“Harumph,” said the toad. 
| told them that I was just a Human, out for a walk in the woods. 


We soon arrived at the Wizard’s Shop. 
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To my surprise, it was a very large tree, with a door and sign 
saying closed”. 


We opened the door, and found ourselves inside an amazing 


room. Shelves were covered with books, scrolls, banners, and t—~ 
dust. Animals crawled in and out of cages. Chemicals sput- 
tered in a boiling pot. li 


In the midst of it all stood the Wizard. He was very flustered. “Oh 
heather feather, oh fiddle-faddle . . .” 
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“Hurry up” he shouted at the lady bugs. They were putting price 
tags on everything in sight. “This store opens in 10 minutes and 
we re not ready.” 
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The dragon stepped forward and handed him the package. 
The wizard opened it up, and examined the item very carefully 


“What is it?” asked the toad. 
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“This is a disk for a computer’ explained the Wizard. 


The Wizard pointed at a dusty old machine, sitting on a stump. 
He apologized, ‘It doesn’t always have cobwebs.” 


He swept away the dust, put the disk into the computer (gently), 
and turned on the power. 
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With a flash and a puff of smoke, the computer turned into. .. a 
cash register. 


“That's just what | need” said the wizard. “Now, let’s get going.” 


He gathered all his money, put it in a cash drawer, and gave 
commands: 


“Dragon, you count the money.” 


wT 


toe I ofl Ny 


WA, 


Ain’ 


z 


f 
+) \ 
eR -A TS 


hae Wi 


oI 
iy 


a! 
igh 


fs 


a aa a a 


. NW, f 
Qu , \Y rs = 
| eee 


46,4 


= 


Ny 


nim 


aa 


Mi TIT 
ES ! 


LZELZLLLOEA 


\ 


— 
Sa 
= 
— 
a 
aaa 
See 
a 
Ber TS, 
=e 
a 
— 
= 
\e 
‘ 
N "1 
“tht | 
A\\ x 


Sas 


“Human, you press the return key” 
We all did as told. He called this a “cash-in’’. 


When we finished, the Wizard waved his wand, and the sign 
on the door changed from “Closed” to “Open”. 
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“You're the first customer, Mr. Grumpy Toad. What would you 
like to buy?” 


The toad looked around, not really sure what he wanted. He 
finally selected 5 green cat whiskers, 7 red eagle feathers, and 1 
falling comet. | ; 


The wizard entered all the items in the cash register. 


The last thing was a pencil. “That's to write down ideas, in case | 
get any, which | won't,” said the toad. 


The total came to $21.95. The toad paid the wizard $22.00, and 
got back a nickel in change. 


He held it in his hand, because he didn’t have any pockets. 


“Do you want a receipt?’ asked the Wizard. “Of course” said the 
toad. 


The dragon was next. She bought snails with shells, snails with- 
out shells, and a packet of throat lozenges. 


Meanwhile, | was browsing around the store. | couldn’t decide 
what I wanted. 
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4, | = | aa 
A Atm | The Wizard turned to 
. La me and asked “Would 
N you prefer to be the 
7 cashier?” 


“Well, 1...” | 
wo | : “Don't worry, it’s easy. Just answer 
the questions that you see on the 


screen.’ 


| decided to give it a try. 


| went over to the cash 
register, and read from 
the screen.” 


“How shall we begin? 
1. Presto! Instant 
: | Answers 
2. Use Your Brain’”’ 


ay jk 
‘\ f : yy 66 e 
uN ) | asked, “Wizard, what does 
‘Nia : >” 
y that mean: 


He explained: 

“’Presto! Instant Answers’ 
means that the cash register uses 
its brain to do all the math. 
| ‘Use Your Brain’ means that 
/ you use your own brain to do all 


the math. 
{ 


aA, 


all 


Ul Pe 

la)?: [Ot wy am 2S 
Wi i Upscale 
v4 a giy SE: 
UF a. 


2 PX Cr 


A . 


Hy 
avd it 


I tried it both ways. It was easy. 


And the cash register showed me exactly what to do 


~ whenever | made a mistake. 
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Other creatures came in and 
out throughout the day. A squirrel 
bought a box of Macademia nuts. A 

cat bought an enchanted bird's egg. 
The toad got back in line to buy a piece 
of paper, which he forgot the first time. 


At the end of the day, it was time to cash- 
out. We counted all the money in the eats 
cash drawer. The total income for the YW 
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But the wizard was sad. He had sold everything in his 
cave. All he had left was the cash register. 


He turned off the powey, and it became a dusty old 
computer again. 


He reached over, pulled out the disk, and gave it to me. 
He said, I guess | don’t need this anymore. Why don't 
you take it.” 


“Me? | don't have a store.” | said-— 


“Open your own store, have a tag sale at home, open a 
school shop. .. whatever you want.” said the Wizard. 


9 


“And if you don’t have anything to sell, pretend you do.’ 
I took the gift with a thanks, and said good-bye. 


As we left the cave, the 
Wizard looked forlorn. . . 


but he did have a twinkle in 
his eye. 
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| saw him wave his wand. Poof’. His shop was full again, with 
brand new items on every shelf. 


The Wizard mumbled “Oh how | love to play store”, and started 
running around preparing for the next day. 
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Well. .. Dearie Dragon and Erasmus Toad thanked me 
for my help, and continued on their adventures, arguing 
as they went. 


And | resumed my walk in the woods, wondering what 
kind of goodies | would sell in my store. 


The Magic Cash Register 


proctiui Description 


This program turns your computer into an educational cash register. It is both a tool 
and a teacher. 


As aTOOL, “The Magic Cash Register’ is just like a real cash register. For each sale, 
it displays such things as names, prices, quantities, and totals. It shows the correct 
change (by coin and bill), and will even print receipts. The cash register can be used ina 
child’s “play store”, a school store, or a tag sale at home. 


< 


Asa TEACHER, “The Magic Cash Register” lets children practice math in a real and 
natural context. In the process, they learn how to use the cash register and how to 
handle money. At every step the friendly Wizard shows them what to do and teaches 
them if they make mistakes. 


How to Get Started: 


For young children, you may want to begin by reading the story which accompanies 
this program. In a playful way, it introduces the basic concepts of running a store and 
using a cash register. 


Next, you will need to set up your a— Decide what you want to sell (au may use any 
items you want - there is no predetermined list) and assign prices (under $ 100 per item 
please). You will also need to put some real or play money in a box or cash drawer. 


When you’re ready to open your store, just insert the disk into the disk drive, and turn 
on the power. You will be taken to the “Wizard’s Shop” where you will meet a dragon, a 
toad, and the Wizard. If you want, they will explain how to use the cash register. 


They will ask you if you want to “customize your cash register’. This enables you to 
change some of the features of your cash register (if you select this option the Wizard 
will show you how to make the changes). — 


You will then be asked this question: 
“How shall we begin?” 


1. Presto! Instant answers 


FALLING ¢ 
2. Use your brain 


ENCHAN TE 


2] 


_ “Presto Instant answers” means the 
computer does all the calculations and dis- 
plays all answers automatically. 


: | “Use Your Brain” means that you practice 
1 , math by doing the calculations yourself, and 
Se eee die Gomphiter tésdhies You ahen your make 
mistakes. The dragon beapa can of your 
correct answers. 


After you make your selection, you will pro- 
ceed with the cash register activities. Every- 
thing else is self-explanatory. Just answer the 
questions that you see on the screen. 


Sequence of Activities: 


Whenever you use the cash register, it goes through a sequence of standard cash 
register activities, as follows: : o ee. 


When you open the store: 
Cash-in 


For each customer: 
Enter item names, quantities and prices 
Calculate total cost 
Accept payment 
Make change 
Print receipt 


When you close the store: 


-Cash-out 
Calculate total income > 
Print skill report 
Skills Taught: 


Addition (facts and carrying) 

- Subtraction (facts and borrowing) 
Multiplication (facts and carrying) 
Coins and bills (total and make change) 
Use of a cash register 


How this Program Teaches: 


The Wizard shows some intelligence in the way he teaches. He has a teaching style 
which goes beyond a simple right or wrong. ) 


The Wizard analyzes each incorrect answer in order to determine WHY the child made 
the mistake (e.g. carrying or borrowing error). He then takes the child step-by-step 
through the entire calculation, pointing out where the mistakes were made. The Wizard 
can demonstrate how to do any calculation that comes up in the natural context of the 
cash register. | 


The Wizard offers 5 different ways to teach. The child selects his or her preference: 


1. SET-UP PROBLEM (the Wizard sets up the problem to show which numbers and 
which operation to use) 


PRINT-OUT PROBLEM (the problem is printed out on paper) 


WHICH DIGITS ARE WRONG (the Wizard uses his magic wand to show which 
digits in the child’s answer are wrong) | | 


' 4. STEP-BY-STEP DEMO (the Wizard takes the child step by step though the entire 


operation, pointing out where errors were made) 3 | 
5. CORRECT ANSWER (the Wizard presents the correct answer and continues) 


: The program also keeps a running record of the skills learned. If you want, it will print 
a summary skill report, which can be used by the child, parent or teacher. 
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If you need money for your 
“Play Store” just make photo- 
copies of this page (front & 
back if possible), and cut out 
as many coins and bills as you 
need. 

© 1984 Metacomet Software 
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If you need money for your 
“Play Store” just make photo- 
copies of this page (front & 
back if possible), and cut out 
as many coins and bills as you 
need. 

© 1984 Metacomet Software 
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